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You are entering the 
Realms of Darkness. 


The attributes and skills of 
character. Sa eee Fame, fortune, and power. These are 


the spoils of victory awaiting those smart 
and strong enough to survive this incredibly 
challenging and multi-faceted fantasy 
ETo\(-lalavla-met-leal=m 

Recruit up to eight courageous com- 
panions to help you explore an immense and 
Hate} av\Yaxe (=1e-11 (=e eat-\e}(er-] muvoya(e MMe Lel(o(-meal- 100) 

__as they travel across wilderness, cities, and 
thirty levels of underground dungeons, all 
teeming with powerful wizards, mighty 
heroes, menacing monsters, and of course, 
shimmering treasures. 

A few of the items and treasures that * Your band must fulfill seven different 

can be found. .. Quests, each more perilous — and potentially 
more rewarding — than the one before. 
Brawn may conquer the monstrous hoards, 
but only brains can solve the increasingly 
elaborate and difficult puzzles that block 
your path to ultimate glory. 

You can split up your party into as many 
as eight different sub-groups. You're free 
to switch back and forth among these sub- 
groups, remaining with any one of them for 
as long as you want! 

Although this is a complex game, con- 
sidering the sheer size of the world and its 
labyrinthine catacombs, it is extremely easy 
to play. By using either the keyboard or joy- 
stick, you can effortlessly switch between 
a menu-driven fantasy game or text adventure 
game. In the latter mode, you can “talk” in 
simple sentences, interact with people and 
objects, and solve puzzles. 

For the novice adventurer, a tutorial is 
included on the disk that takes you step- 


by-step through a sample 


amazed at how fast 
a real game! 
Screen displays shown are from t! 
Attacked underg round! computer(s) may vary. 
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Select: Position the pointer beside the 
desired option and press [RETURN] 

Mark: Select all the desired options and 
press [SPACE] to proceed 
[ESC]: Can abort most menus and commands 


{C] Cast a spell 

{F] Summons the additional 
functions menu. Among other 
things, this menu contains the 
save game feature 

| {H] Shows the help screens similar 

| to this command summary card 

| [V] Displays/hides the directions 

along the bottom of the screen 





| [¥] Closes the visible objects 

| window at the current square 

j [RETURN] Activates the adventure mode. 

| Useful for talking to people, 
examining things, and gathering 
clues. Press |ESC] to exit the 
adventure mode 





Command Summary 
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[B] Divide the party into smaller 
groups 

[Q] Pass all the remaining turns to 
the next party. 

[R] Regroup all the parties at the 
current location into one party 


{1]...18 


Inspects the character in the 
corresponding position 


19] Shows a detailed summary of all 
the characters, irregardless of 
which party they may belong to 

[SPACE] Shows a’summary of the char- 
acters in the current party. 


{E} Equip character(s) 


[G] Get the items which are listed in 
the VISIBLE OBJECTS window 


[I}) Invoke an item. Useful for light- 
ing torches, lanterns, etc 


{P] Purchase something; usable 
only at counters 

{T} Transfer thing(s) between 
characters. 

[X]_ Drop something 


[:] Shows all the dropped items at 
the current location in one screen. 


{D] Descend stairs and ladders or 
climb down ropes 

[U} Ascend stairs and ladders or 
climb up ropes 

{L] Unlock a non-magically locked 
door, assuming the party has the 
right key. 

{O] Open an unlocked door 
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Jewelry, aNd up to ‘Ou 
Read Your Spell Book 
This Option sho 


k, it means t 
ells for that level, 
Exit 
If you are inspecting one character, this option 
ends your Mspection. If you have marked 


more than one character, then this option 
Skips to the next character. 


NOTE: Before consulting this section, please read 
the Inspecting, deleting and renaming characters 
section on page 16. 


This option is useful when you have mis- 
typed your character's name during char- 
acter creation or when you wish to rename 
the characters that are already on the disk. 
Make sure your character's new name eine 
already in use; that is, there is not already a 
character which has that name. 


th this Option 


.N 
May not mark any characters Wi 


ST HE ADVENTURE 
This option allows 
gin adventuring 


[1] Mark all the characters you wish to be 
included in the party. 


[2] Verify that the Party is composed of the 
desired characters 


YOu to form a Party to 


WARNING 


When you are asked to remove any - and 
substitute another one, do NOT tum off your 
computer because this will TOTALLY WIPE 
OUT the characters you have chosen to start 
ith. Also, do NOT press the 
the adventure with. Also, 
j the consequences 
RESET] key either because 
T ever turn off your 
are identical. In fact, do NOTe| iat 
computer until you have saved sates 
(one of the options to be discuss 
j the 
[3] Remove the BOOT viaety tes 
DISK into 
ADVENTURE ! 
a key to proceed. 


jTI Us f of four options 
ick utilities menu consists 

The disk utilities 

RESTORE A LI 

REINITIALIZE 

REPAIR DISKS 


MAKE A LIBRARY BACKUP 


Remember the old saying that anything that 
can go wrong will go wrong? Well, unless you 
want your lost characters to be proof of this 
proverb, use this option; it copies your char- 
acters to another disk Follow the instructions 
below to make a backup. 

[1] Have a blank disk or one you do not mind 
seeing erased ready. The data on the backup 
disk WILL BE DESTROYED so make sure the 
information on the backup disk is expendable 
[2] As you are following the screen Prompts, 
keep in mind that you can abort making a 
backup by pressing [ESC]. 


RESTORE A LIBRARY BACKUP 


If an accident happens (power failure, leaving 
the disk near a magnetic source, etc) and 
your characters are destroyed, use this option 
to restore them. Once you have selected this 
option, follow the screen Prompts to finish 
restoring a backup. 


In restoring a backup, the following things 
will happen: 

(1) The characters are restored to the state 
they were in when the backup was made; that 
is, the characters on the backup disk are 
written over the characters on the boot disk 
(2) Any characters deleted since the backup 
was made will be “resurrected”. 

(3) Any characters created since the backup 
was made will be deleted, 


REINITIALIZE THE GAME 


Let us suppose that your quest was to finda 
special book, which js guarded by a powerful 
entity. Using a Magical sword which you 
found, you defeated the guardian and acquired 
the book but later, however, you accidentally 
burned the book 

DON'T PANIC! Realms of Darkness has a 
feature which allows you to solve predica- 
ments such as the one described above. It is 
the REINITIALIZE THE GAME option. The 
best way to understand this option is to 
imagine the following scenario. Suppose there 
is an orderly room with many items. Person A 
then comes in and takes a few things and also 
rearranges the room in the Process. Person B 
then comes along and places all the items in 
the room back in their Original location and 
replaces whatever Was taken. 


The room is your i 
_ le room ame disk whe 
thing is Originally set to eee 
a certa| i 
Person A who com a 7 ae 
everything js you 
changing its status ( 
Ping items) Person B, 
restores the room to i 
the REINITIALIZE THE GAM 
Now that you know what this opti 
ion 
follow the Steps below to use it Ce 
II] Insert the adventure | disk in the dri 
e drive 
Press [ESC] to abort or any other key to 


[2] Remove the adventure | disk and insert 
the boot disk in the drive. Press IESC| to abort 
Or any other key to Proceed. 

[3] Remove the 

adventure 2 disk j 

abort or any other 


In the above example, the following things 
happen when you reinitialize the game: 

(a) The book is restored and placed back in 
its original location 

(6) The entity is resurrected and is guarding 
the book again. 

(0. Everything else is set back to its original 
location, 


NOTE: This option will restore everything and in 
some cases, this may be undesirable For example, 
Suppose you have finished the first three scenarios 
and you then reinitialize the game. After reinitializing 
the game, to reach the fourth scenario, you must 
replay the first three. Therefore, use this option with 
care. 




















¢ Fighter is a warrior — very proficient with 
weapons 

Sorcerer is a poor warrior but overcomes 
that handicap with the ability to cast 
devastating spells 

¢ Priest is a spellcaster who specializes in 
learning healing and restorative spells. 

© Thief is a character who has dedicated his 
life to learning about traps and disarming 
them 

© Champion is a warrior who can cast 
sorcerer spells. 

© Knight is a warrior who can cast priest 
spells 

© Barbarian is a warrior-thief. 

° Friar is similar to a martial artist. 


Wisdom indicates how much worldly expe- 
rience a character possesses. This is the most 
important personal attribute to a priest. 
Intelligence measures how educated a char- 
acter is. For a sorcerer, nothing is more impor- 
tant than a high intelligénce. 

Agility is a reflection of how good a char- 
acter's reflexes are. A character with a good 
agility usually lands the first blow in combat. 
This personal attribute is most important to a 
thief since he has to be nimble to avoid the 
many perilous traps in his line of work. 
Strength measures how strong a character 
is. In combat, a strong character can inflict 
more damage than a weak one. This is the 
most important attribute to fighters although 
it is also important to other classes, since 
EVERY character has to participate in physical 
combat sooner or later. 


Vitality is equivalent to the endurance of the 
character. It is not related to any specific 
class; every character can benefit from a good 
vitality. 

Luck is the most mysterious of the six attri- 
butes: how it helps a character, nobody (well, 
almost nobody) knows. Suffice to say, a char- 
acter with good luck is more desirable than a 
character with bad luck. 





The minimum requirements for each cla a 
summarized in the table below. 
# is the minimum score needed for an 
attribute 
2 is an unknown score (i.e, you have to 
figure it out) 
WISDOM INTEL AGILITY STREN VITA 


FIGHTER Be 2 ? a oi 
SORCERER ? 14 ? 2) aes 
PRIEST 14 2 2 Ee? 
THIEF 2 ged 14 a. 
CHAMPION ? 13 10 ae 2 
KNIGHT 14 ? 10 14 10 
BARBARIAN ? ? 14 1414 
FRIAR 13 ? 15 1e- 10 


To read the table above, simply find the class 
on the left and read the scores on the right 
For example, a character who wishes to be a 
friar would need a 13 wisdom, an unknown 
intelligence, a 15 agility, a 12 strength, anda 
10 vitality. 

Remember, there is already a pregenerated 
score for LUCK. 


While there are many skills which can be 
acquired by only one particular class, there 
are also some which can be learned by all 
characters. Of course, some classes specialize 
in certain skills; for example, the thief is best 
at detecting traps. Below is a list of the 
abilities. 

Detect Magic is the ability to determine if 
an item is magical or not. Be warned that it is 
possible for a character to fool himself into 
thinking that a non-magical item is enchanted 
Detect Traps is the ability to detect if a chest 
is trapped or not; it is not unheard of for a 
character to think that a trapped chest is not 
trapped. 

Disarm Traps allows the character to bypass 
any traps that may be present. If the character 
was not careful, the trap will trigger, in which 
case the character will wish he had left the 
chest alone. 


Dispel Undead gives the character a chance 
to banish extra-dimensional monsters. 


Weaken Poison allows the character to weak- 
en the toxic substance that is present. A 
character can only use this ability once for 
each time he is poisoned. 
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sea/air battles between the US 
» and Japan, including a hypo- 
™  thetical Japanese campaign 
to attack Australia 


APPLE, C-64/128. 
Advanced. 
By Gary Grigsby. 


APPLE, ATARI, 
Two complete games in one: C-64/128, IBM, 
Fight the naval battles of both AMIGA. 
World War | and World War II Advanced. 
in incredible detail and By Gary Grigsby. 
realism. 

























“Computer Gaming World” 
1985 Best Game: All wea- 
pons used on the Russian 
Front (1941-45) are rated 
in this best-selling tactical game. 


APPLE, ATARI, 
C-64/128. 
Advanced. 


By Gary Grigsby. 














Choose from 79 classes of war- 
ships from the Allied & Japanese 
fleets in this comprehensive 
simulation of surface naval 
warfare from 1941-45. 


APPLE, C-64/128. 
Advanced. 
By Gary Grigsby. 


KAMPFGRUPPE™ was the 
<> definitive simulation of 
"Russian Front armored 
warfare; BATTLEGROUP Is 
the ultimate Western Front game. 


APPLE, ATARI, 
C-64/128. 
Advanced. 

By Gary Grigsby. 


A simulation of truly monumental 

scale, so detailed every division 
in the entire 1941-44 Russian 

* Campaign is accounted for! 

_ A wargaming milestone! 


APPLE, ATARI, 
C-64/128. 
Advanced 

By Gary Grigsby. 


The final word on armored 
wartare of the 1990's: 
Almost all weapon types 
of the U.S., West Germany, 
England and Russia are included. 





APPLE, ATARI. 
Advanced. 
By Gary Grigsby. 


PLE, ATARI, 
¢-64/128. 
Advanced. 

By Gary Grigsby. 





















CARRIER FORCE™ simu- 
lates every detail of four 

major U.S.-Japan naval 
battles in the Pacific, down 
to each warship and plane! 


APPLE, ATARI, 
¢-64/128, MAC. 
Advanced. 

By Ed Williger & 
Larry Strawser. 


» ten GI's in super-realistic 
man-to-man combat. 
New, improved edition is 
40x faster than before! 


APPLE, C-64/128. 
Advanced. 
By Roger Keating. 


» Last in the “Superpowers” 
series: With Soviet armor 










frozen solid, guerrilla 
ski troops may save Norway. 


APPLE, ATARI, 
C-64/128, IBM. 
Intro/Inter/Adv. 
By David Landrey 
& Chuck Kroegel. 


—y 








the Year. The Battle of 


Command ten Germans or 


counterattacks by NATO's 


“Family Computing” 1986 
p Strategy & Tactics Game of 


Gettysburg is re-created in 
consummate detail and accuracy. 
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APPLE, C-64/128. 
Advanced, 
By Roger Keating 








US AAF™ simulates the day- 
light bombing of industrial targets 
. and weapons factories in Nazi- 
occupied Europe by the 
U.S. Army Air Force — 





APPLE, ATARI, 
C-64/128. 
Advanced. 

By Gary Grigsby. 













Can you turn Montgomery's dis- 
astrous failure during the drive 
to Arnhem into a resounding 

success? This game is real 
enough for you to find out. 


APPLE, 
ATARI, 
C-64/128, IBM. 
Intermed,/Adv. 
By David Landrey 
& Chuck Kroegel. 









A grand-tactical simulation of the : 

& Civil War's bloodiest day. The _ 
battle unfolds in detail so real = = sails 

you'll feel like you're playing oe a 

a miniatures game! 


APPLE, ATARI, 
C-64/128, IBM. 
Intro/Inter/Adv. i arnt 
By David Landrey (aRiwa ae 
& Chuck Kroegel. 





Map Pouch 


This item is found while adventuring 
in Realms of Darkness. 
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Map Pouch 


This item is found while adventuring 
in Realms of Darkness. 
























You will find this map useful on 
the first leve] of the dungeon 
that is located in the ryins beyond the river. 


The other map included in this pouch shows the first level 
of the dungeon that is located southwest of the city. 
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